HHC, 2-2 MP 
ROOM CLEARING 


ACTION: Conduct classroom instruction on room 
clearing techniques. 


CONDITION: Given a classroom setting soldiers will 
participate in discussion of room clearing techniques. 


STANDARD: Soldiers will assume organic teams and 
demonstrate techniques discussed 
IAW FM 3-06.11/chap 3 


ROOM CLEARING PRINCIPLES 


USurprise. Surprise is the key to a successful assault at close quarters. The fire team or squad 
clearing the room must achieve surprise, if only for seconds, by deceiving, distracting, or 
startling the enemy. Sometimes stun grenades may be used to achieve surprise. These are more 
effective against a nonalert, poorly trained enemy than against alert, well-trained soldiers. 


USpeed. Speed provides a measure of security to the clearing unit. It allows soldiers to use the 
first few vital seconds provided by surprise to their maximum advantage. In precision room 
clearing, speed is not how fast you enter the room, rather it's how fast the threat is eliminated 
and the room is cleared. 


UControlled Violence of Action. Controlled violence of action eliminates or neutralizes the 
enemy while giving him the least chance of inflicting friendly casualties. It is not limited to the 
application of firepower only, but also involves a soldier mind-set of complete domination. 
Each of the principles of precision room clearing has a synergistic relationship to the others. 
Controlled violence coupled with speed increases surprise. Hence, successful surprise allows 
increased speed. 


FUNDAMENTALS OF ROOM CLEARING 


UMove tactically and silently while securing the corridors to the room to be cleared. 
UCarry only the minimum amount of equipment. (Rucksacks and loose items carried by 
soldiers tire them, slow their pace, and cause noise.) 

UArrive undetected at the entry to the room in the correct order of entrance, prepared to 
enter on a single command. 

UEnter quickly and dominate the room. Move immediately to positions that allow 
complete control of the room and provide unobstructed fields of fire. 

UEliminate all enemy in the room by fast, accurate, and discriminating fires. 

UGain and maintain immediate control of the situation and all personnel in the room. 
UConfirm whether enemy casualties are wounded or dead. Disarm, segregate, and treat the 
wounded. Search all enemy casualties. 

UPerform a cursory search of the room. Determine if a detailed search is required. 
UEvacuate all wounded and any friendly dead. 

UMark the room as cleared using a simple, clearly identifiable marking in accordance with 
the unit SOP. 

UMaintain security and be prepared to react to more enemy contact at any moment. Do not 
neglect rear security. 


STANDARD EQUIPMENT 


INDIVIDUAL: 

DKEVLAR 

DEYE PROTECTION (WORN) 
DBODY ARMOR 

OLBV 

DASSAULT PACK 

DKNEE AND ELBOW PADS 
[GLOVES 

DICOM 

DWEAPON 

[NODS 

OLASER 

OTACLIGHT (IR COVER) 
DBAYONET 

DMARKING SYSTEM 
OCHEMLIGHTS 


TEAM: 

DLADDER 

DBREACH EQUIPMENT (TOOLS) 
[SKEDCO / POLELESS LITTERS/ CLS BAG 
[SHOTGUN 

DDEMOLITIONS 

OPRC-126/ PRC 119 

[ROPE AND SNAPLINKS 


STANDARD 4 MAN STACK 


#1 MAN: #2 MAN: #3 MAN: #4 MAN: 

RIFLEMAN TEAM LEADER SAW GUNNER SAW OR M203 GUNNER 
M16/ PAQ-4C/TACLIGHT M4 / M203 / PEQ-2A M249 / PEQ-2A M249 OR M203 / PEQ-2A 
ICOM TACLIGHT ICOM TACLIGHT 


ICOM 
ARKIN M500 SHOTGUN ROOM MARKINGS 
name a DEMO (IF NEEDED) BREACH KIT/TOOLS ROOM MARKINGS 


ICOM SKEDCO 


PRC-126 OR PRC-119 
ROOM MARKINGS 


BASIC ROOM CLEARING DRILL 


#1 MAN 


OTHE #1 MAN IS NEVER WRONG 

#1 MAN ENTERS THE ROOM AND ELIMINATES THE THREAT 

OHE TAKES THE PATH OF LEAST RESISTANCE (LEFT OR RIGHT) 
TO ONE OF TWO CORNERS (HE USUALLY TAKES 2 CORNERS) 

OWHEN USING A DOORWAY, THE PATH OF LEAST RESISTANCE 
IS INITIALLY BASED ON THE WAY THE DOOR OPENS. (IF IT 
OPENS OUTWARDS MOVE TOWARDS THE HINGED SIDE) 

OTHE #1 MAN CLEARS IN THE FOLLOWING MANNER: 

-THE OPENING OF THE DOORWAY, DOWN THE ADJACENT 

WALL TO THE CORNER HE IS HEADED TO 

-DOWN THE NEXT ADJACENT WALL TO THE NEXT CORNER 

-VISUALLY CLEARS DOWN THE FAR WALL UNTIL HE 


CAN COVER THE CENTER OF THE ROOM AND HIS SECTOR 
OF FIRE IS 1 METER IN FRONT OF THE 


#2 MAN (HIS POINT OF DOMINATION) 


#2 MAN 


* 
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#2 MAN ENTERS THE ROOM SIMULTANEOUSLY WITH THE #1 
MAN AND GOES THE OPPOSITE DIRECTION OF THE #1 MAN 
#2 MAN MUST STAY OUT OF THE CENTER OF THE ROOM AND 
ELIMINATE THE THREAT IN HIS SECTOR 
OTHE #2 MAN CLEARS IN THE FOLLOWING MANNER: 
-THE OPENING OF THE DOORWAY, DOWN THE ADJACENT 
WALL TO THE CORNER HE IS HEADED TO 
-VISUALLY CLEARS DOWN THE NEXT ADJACENT WALL 
TO THE NEXT CORNER 
-VISUALLY CLEARS DOWN THE FAR WALL UNTIL HE CAN 
COVER THE CENTER OF THE ROOM AND HIS SECTOR 
OF FIRE IS 1 METER IN FRONT OF THE 
#2 MAN (HIS POINT OF DOMINATION) 


BASIC ROOM CLEARING DRILL 


#3 AND #4 MAN 


POINTS OF DOMINATION 


043 MAN ENTERS THE ROOM BEHIND THE #2 MAN AND GOES 
THE OPPOSITE DIRECTION OF THE #2 MAN. 

0#3 MAN MUST GET OUT OF THE FATAL FUNNEL (ENTRY POINT) 
AND MOVE AT LEAST 1 METER LATERALLY FROM THE ENTRY 
POINT TO A POSITION THAT DOMINATES HIS SECTOR IN THE 
CENTER OF THE ROOM (1 METER OFF THE #2 MAN TO THE 
FAR CORNER) 

0#4 MAN ENTERS THE ROOM BEHIND THE #3 MAN AND GOES 
THE OPPOSITE DIRECTION OF THE #3 MAN 

0#4 MAN MUST GET OUT OF THE FATAL FUNNEL (ENTRY POINT) 
AND MOVE AT LEAST 1 METER LATERALLY FROM THE ENTRY 
POINT TO A POSITION THAT DOMINATES HIS SECTOR IN THE 
CENTER OF THE ROOM(1 METER OFF THE #1 MAN TO THE FAR 
CORNER) 


(Center door) (Corner door) 
UWHICHEVER WAY THE #1 MAN GOES (PATH OF LEAST 
RESISTANCE) DETERMINES THE #2,3, AND 4 MAN LOCATIONS 
AND THEIR POINT OF DOMINATION 
NON ORDER, ANY MEMBER OF THE TEAM CAN GO DEEPER 
INTO A ROOM OVERWATCHED BY THE OTHER TEAM MEMBERS 
OTEAM LEADER GETS A VISUAL OR VERBAL UP FROM TEAM 
MEMBERS 
OITEAM CONDUCTS CONSOLIDATION AND REORGANIZATION 


ACTIONS UPON ENTRY 


CLEARING THE DOORWAY: 

DELIMINATE THE THREAT 

OCLEAR THE DOORWAY SO REST OF TEAM CAN ENTER QUICKLY 

UNEVER STOP IN THE DOORWAY (KNOWN AS FATAL FUNNEL: IT IS THE 
FOCAL POINT FOR ANYONE IN THE ROOM) 

UMOVE QUICKLY IN THE ROOM TO REDUCE CHANCES OF BEING HIT 

UNEVER MOVE FASTER THAN YOU CAN ACCURATELY ENGAGE THE THREAT 


IN THE ROOM: 

UTEAM MOVES AWAY FROM THE DOOR AND TAKES UPA POSITION THAT 
ALLOWS THEM TO COMPLETELY ELIMINATE THE THREAT 

OTHE THREAT MUST BE ELIMINATED AS THE TEAM MOVES TO ITS POINTS 
OF DOMINATION (NOT ONCE THEY GET THERE) 

UTHE #2 MAN SHOULD BE THE TEAM LEADER: FROM THIS POSITION HE CAN 
CONTROL HIS ENTIRE TEAM (BASED ON HIS SECURITY SECTOR), COMMUNICATE 
WITH THE SL, AND PERFORM ACTIONS AS THE BREACH MAN IF NEEDED. 


ACTIONS UPON ENTRY 


SECTORS OF FIRE: 

UMUST BE UNDERSTOOD TO MAKE THE ASSAULT WORK EFFECTIVELY 

DAN IMMEDIATE THREAT ZONE IS CLASSIFIED AS A THREAT WITHIN 
ARMS REACH OR ANYONE ELSE THAT MUST BE ELIMINATED TO CLEAR 
THE DOORWAY (#1 AND #2 MAN HAVE THIS RESPONSIBILITY) 

USECTORS OF FIRE ARE INTERLOCKING AND ADJUSTED BASED ON THE 
ENEMY AND COMPOSITION OF THE ROOM 

CONSOLIDATE AND REORGANIZE: 

UAFTER ROOM IS DOMINATED, TEAM MUST EITHER IMMEDIATELY MOVE 
ON TO ANOTHER ROOM OR CONDUCT A SEARCH OF THE ROOM ASSAULTED 

UEMPLOY MEASURES TO PREVENT ACCESS TO CLEARED ROOMS BY THE 
ENEMY (IE LEAVE A MAN BEHIND, POST SECURITY AT HALLWAY / STAIRWELL) 

HONLY MARK THE ENTRANCE POINT TO A BUILDING AND ONCE AN ENTIRE FLOOR HAS 
BEEN CLEARED WITH THE STANDARD WOLF TAIL MARKING SYSTEM. MARK INSIDE 
ROOM WITH STANDARD PIG TAIL ROOM MARKING SOP. 

FIRE CONTROL: 

UROOMS ARE NEVER ENTERED WITH LESS THAN 2 MEN (#1 OR #2 MEN MAY SHOUT “SHORT 
ROOM” IF THE ROOM IS TOO SMALL FOR THE ENTIRE TEAM) 

UMUST EXERCISE FIRE CONTROL AND DISCRIMINATE BETWEEN HOSTILE AND NON- 
COMBATANT TARGETS 

UNOT ALL WALLS PROVIDE SUFFICIENT PROTECTION TO FRIENDLY FORCES AGAINST 
THE EFFECTS OF FRAG GRENADES AND SMALL ARMS. 


\ 
\lmmediate Threat 
Area 


No Threat 


Step 3: Move to point of domination (anywhere 
Step 1: Visually clear immediate threat Step 2: Visually clear left corner. 
and right corner, no threat, buttonhook. Visually clear far corner before 
arriving clearing to the right. Sector is one meter off of the 
at corner. 


between 2d corner and 1 meter away from the door 


#2 man’s weapon. 


Step 1: Eliminates the threat, and moves toward threat. Steps 2 and 3 are 
same as opposite side of the room. 


Note: The #1 man makes a decision on which way to go based on enemy, 
obstacles, and his intuition. 


Note: Eliminate the threat while moving, not moving faster than you can Irimsciate T= 
accurately engage targets. Nea 


j\- 


#2 MAN ACTION ON ENTRY 


Step 1: #2 man goes opposite #1 man. Step 2: Visually clears near corner, clearing to the left. 
clears far corner before arriving at near corner 


Step 3: Move to point of domination, clearing to 
the left. Sector is one meter off of the #1 man. 


Note: Eliminate the threat while moving, not 
moving faster than you can accurately engage 
targets. 


#3 AND #4 MAN ACTIONS UPON ENTRY 


#3 man clears immediate threat, moves 
opposite 

#2 man, clears doorway, and stops at his 
point 

of domination. 


#4 man clears immediate threat, moves opposite 
#3 man, clears doorway, and stops at his point of 
domination. 


Note: Both #3 an #4 men eliminate the threat while 
moving, not moving faster than they can accurately 
engage targets 


INTERLOCKING SECTORS 


Note: All team members immediately pick up the 
sector of the man in front of him if that man is down 
(Knee or prone). 


Note: If clearing is done by less than 4 men, all 
actions remain the same minus the #3 and #4 men. 


STANDARD ROOM AND SOLDIER MARKINGS 


MARKING BUILDINGS / FLOORS / ENTRY POINTS 


TWO 9 VOLT BATTERIES 
(TAPED TOGETHER) 


CHEMLITE 


NATO MARKING SYSTEM 


SAMPLE MARKING SOP 


WOLF TAIL MARKING DEVICE: 


-NYLON STRAP / VS-17 PANEL / OR ENGINEER TAPE 
-TWO 2 FOOT LENGTHS OF 550 CORD 

-2 WEIGHTS (BOLT) 

-100 MPH TAPE 

-2 X CHEMLIGHTS 


-TWO 9 VOLT BATTERIES TAPED TOGETHER 


VERBAL COMMANDS AND SIGNALS 


MAN | MANDOWN | | GIVEN WHEN AN INDIVIDUAL HAS BEEN WOUNDED OR INIURED AND CANNOT CONTINUE WHEN AN INDIVIDUAL HAS BEEN WOUNDED OR INJURED AND CANNOT CONTINUE 


SHORT ROOM GIVEN BY EITHER THE #1 OR #2 TO INDICATE A SMALL ROOM AND THAT ALL TEAM MEMBERS 
SHOULD NOT ENTER 


| GRENADE | SIGNAL THAT ANENEMY GRENADE HASBEENTHROWN | SIGNAL THAT ANENEMY GRENADE HASBEENTHROWN AN ENEMY GRENADE HAS BEEN THROWN 


GO LONG GIVEN BY ONE MEMBER OF THE TEAM TO ANOTHER TO TAKE UP SECURITY FARTHER INTO THE 
ROOM OR FARTHER DOWN A HALLWAY 


| GUNDOWN DOWN } SIGNAL THAT INDIVIDUALS WEAPON HAS MALFUNCTIONED AND IS BEINGCORRECTED } SIGNAL THAT INDIVIDUALS WEAPON HAS MALFUNCTIONED AND IS BEINGCORRECTED INDIVIDUALS WEAPON HAS MALFUNCTIONED AND IS BEING CORRECTED 


GUN UP SIGNAL THAT INDIVIDUAL HAS CORRECTED MALFUNCTION AND IS READY FOR ACTION 
RELOADING SIGNAL THAT INDIVIDUAL IS RELOADING ANY WEAPON SYSTEM: FOLLOWED BY GUN UP 


CORNER CLEARING TECHNIQUES 
(INSIDE OR OUTSIDE OF BUILDING) 


PIEING THE CORNER: 
1. #1 AND #2 MAN INTERLOCK SECTORS 
OF FIRE 
2.#2 MAN STEPS OUT AND SLOWLY 
SIDESTEPS AROUND THE CORNER USING A 
PIE METHOD TO DIVIDE THE DEADSPACE 
CREATED BY THE CORNER AND WHAT HE 
CAN PHYSICALLY OBSERVE WITH HIS 
WEAPON 


HI/ LOW: 
1. #1 AND #2 MAN STACK ON CORNER 
2. SIMULTANEOUSLY, #1 AND #2 MAN 
TURN CORNER IN A TIGHT STACK 
3. #1 MAN SQUATS /TAKES KNEE (LOW) AND 
#2 MAN SCANS OVER #1 MAN SHOULDER (HI) 


CLEARING HALLWAYS 


et ee a ee a ee 
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SERPINTINE TECHNIQUE 
The serpentine technique is used in narrow hallways. The 
number | man provides security to the front. His sector of fire 
includes any enemy soldiers who appear at the far end of the 
hall or from any doorways near the end. The number 2 and 
number 3 men cover the left and right sides of the number 1 
man. Their sectors of fire include any soldiers who appear 
suddenly from nearby doorways on either side of the hall. 
They cover the number | man’s flanks. The number 4 man, 
normally carrying the SAW, provides rear protection 
against any enemy soldiers suddenly appearing behind the 
clearing team. 


RPoLLineaS FT TS CHP ose 
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ROLLING-T TECHNIQUE 
The rolling-T technique is used in wide hallways. The number 1 
and number 2 men move abreast, covering the opposite side of 
the hallway from the one they are walking on. The number 3 
man covers the far end-of the hallway from a position behind 
the number 1 and number 2 men, firing between them. 
Once again, the number 4 man provides rear security. 


CLEARING HALLWAY INTERSECTIONS 


CLEARING HALLWAY INTERSECTIONS 


CLEARING STAIRWAYS 


-The #1 man pulls security on the highest point he can see/engage 
-The #2 man moves backwards up the stairs on the inside with the #3 man to a point tha 
he can see/engage the next landing, where he turns around and continues to move 

up to the next landing. 

-The #3 man moves up the stairs on the outside with the #2 man and engages the thr 
on the immediate landing. 

-The #4 man moves up the stairs with the #1 man, on the squeeze the #2 man turns af 
to engage the next landing. 
-The flow continues with the #2 man picking up the sector the #1 man had. The #3 man picks __| 
up where the #2 man was. The #4 man picks up where the #3 man was. The #1 ma 
up where the #4 man was. as 
-Most stairwells will require a second team. 
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FUNDAMENTALS OF URBAN MOVEMENT 


UMove tactically and adapt / change movement formation based on terrain and enemy 
situation 

UMaintain 360 degree security and be prepared to react to enemy contact at any moment. 
Do not neglect rear security. 

UCarry only the minimum amount of equipment. 

UUse urban terrain to your advantage during movement: rubble, corners, cars, trees, 
stairways, etc. 

UAlways have mutual support, no element should move without support or overwatch 
from another team / squad. Plan to employ Bradleys and tanks in support. 

UBe prepared to breach by any means necessary to gain entry into a building. 

UUse expanding and contracting formations to minimize exposure time in a stack. 

UPrepare to enter a building from the last cover and concealed position prior to the 
entry point. 
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TEAM /SQUAD MOVEMENT 


(OUTSIDE OF BUILDING) 
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MOVEMENT TECHNIQUES: 
TRAVELING 
TRAVELING OVERWATCH 


BOUNDING OVERWATCH 


TRAVELING 


ee 0 


CLOSE IN 


TRAVELING OVERWATCH 
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BOUNDING OVERWATCH 
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EXPANDING AND CONTRACTING FORMATIONS 
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NEXPAND AND CONTRACT THE FORMATION DURING MOVEMENT BASED ON TERRAIN AND ENEMY 

UMAINTAIN DISPURSION THROUGHOUT URBAN MOVEMENT TO PREVENT “BUNCHING UP” 

QOWHEN NEEDING TO ENTER A BUILDING / CLEAR A CORNER / SECURE A DANGER AREA/ ETC, CONTRACT 
THE FORMATION INTO THE FOUR MAN STACK IN ORDER TO PERFORM THE OPERATION 

OKEEP EXPOSURE TIME IN A STACK TO A MINIMUM (LESS THAN 3-5 SECONDS) 


OUMAKE ALL NECESSARY PREPARATIONS (IE DEMO PREP, ETC) AT THE LAST COVER AND CONCEALED 
POSITION PRIOR TO THE POINT OF ENTRY 


ACTION. Enter a Building and Clear a Room 


CONDITION. The team is operating as part of a larger force and must 
secure the building by neutralizing enemy threat. Intel reported 
building is a possible active enemy strong-hold. 


STANDARDS. 
1. Gain access to the building. 


2. The team secures each room by killing, capturing, or forcing the 
enemy's withdrawal from the room. 


3. The team maintains a sufficient force to defeat the enemy 
counterattack and continues operations 


